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WARNINGS Read Before Using Your Sega Dreamcast Video Game System
CAUTION

Anyone who uses the Sega Dreamcast should read the operating manual for the software and console before operating them. A
responsible adult should read these manuals together with any minors who will use the Sega Dreamcast before the minor uses It.

HEALTH AND EPILEPSY WARNING

Some small number of people are susceptible to epileptic seizures or loss of consciousness when exposed to certain flashing lights
or light patterns that they encounter in everyday life, such as those in certain television images or video games. These seizures or
loss of consciousness may occur even if the person has never had an epileptic seizure.

If you or anyone in your family has ever had symptoms related to epilepsy when exposed to flashing lights, consult your doctor prior
to using Sega Dreamcast.

In all cases, parents should monitor the use of video games by their children. If any player experiences dizziness, blurred vision, eye
or muscle twitches, loss of consciousness, disorientation, any involuntary movement or convulsion, IMMEDIATELY DISCONTINUE
USE AND CONSULT YOUR DOCTOR BEFORE RESUMING PLAY.

To reduce the possibility of such symptoms, the operator must follow these safety precautions at all times when using Sega Dreamcast:
» Sit a minimum of 6.5 feet away from the television screen. This should be as far as the length of the controller cable.

* Do not play if you are tired or have not had much sleep.

* Make sure that the room in which you are playing has all the lights on and is well lit.

« Stop playing video games for at least ten to twenty minutes per hour. This will rest your eyes, neck, arms and fingers so that you
can continue comfortably playing the game in the future.

OPERATING PRECAUTIONS

To prevent personal injury, property damage or malfunction:
» Before removing disc, be sure it has stopped spinning.

* The Sega Dreamcast GD-ROM disc is intended for use exclusively on the Sega Dreamcast video game system. Do not use this
disc in anything other than a Sega Dreamcast console, especially not in a CD player.

* Do not allow fingerprints or dirt on either side of the disc.

* Avoid bending the disc. Do not touch, smudge or scratch its surface.

* Do not modify or enlarge the center hole of the disc or use a disc that is cracked, modified or repaired with adhesive tape.
* Do not write on or apply anything to either side of the disc.

» Store the disc in its original case and do not expose it to high temperature and humidity.

* Do not leave the disc in direct sunlight or near a radiator or other source of heat.

» Use lens cleaner and a soft dry cloth to clean disc, wiping gently from the center to the edge. Never use chemicals such as
benzene and paint thinner to clean disc.

PROJECTION TELEVISION WARNING

Still pictures or images may cause permanent picture tube damage or mark the phosphor of the CRT. Avoid repeated or extended use
of video games on large-screen projection televisions.

SEGA DREAMCAST VIDEO GAME USE
This GD-ROM can only be used with the Sega Dreamcast video game system. Do not attempt to play this GD-ROM on any other
CD player; doing so may damage the headphones and/or speakers. This game is licensed for home play on the Sega Dreamcast

video game system only. Unauthorized copying, reproduction, rental, public performance of this game is a violation of applicable
laws. The characters and events portrayed in this game are purely fictional. Any similarity to other persons, living or dead, is

purely coincidental.
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THE STORY

. LONG £60, BUT NOT SO FAR AYAY, & KERD OF PLANT-EATING

™ OINOSAURS GENTLY AYAIT'S THE YEARLY BATCHING OF TREIR
8 EGGS. HOVEVER, DANGER LURKS EVERYYRERE [N THIS PRERISTORIC
VORLO. ONE DAY, A BLOOOTRIRSTY CARNOTAUR INVADES THEIR
PROTECTED NESTING GROUNDS. MOST OF THE HERD ESCAPES, BUT

" MENY OF THE E65S ARE DESTROYED.

ONE EGG SURVIVES. STOLEN BY A RAVENQUS OVIRAPTOR, [T BEGINS A LONG
JOURNEY OVER LAND AND SEA. THE VOYAGE ENDS AS THE MYSTERIOUS EGG
FALLS THROUGOK A CLUSTER OF TREES ON A LUSK [SLAND PARADISE. THE
[SLAND IS ROME T0 A PEACEFUL CLAN OF LEMURS ¥EO WONDER ¥RAT SORT OF MON-
STER MIGHT HATCH FROM TEIS EGG. WITHIN MOMENTS, TREIR QUESTIONS ARE
ANSYERED AS AN ADORABLE BABY DINOSAUR BREAKS QUT OF THE EG5. QUICKLY
SOFTENING THE REARTS OF THE LEMURS, THE BABY IS ADOPTED INTO THE LEMUR
FAMILY. THEYNAME HIM ALADAR.

MENY YEARS PASS, AND ALADAR GROY'S UP HAPPY ON KIS [SLAND PARADISE, YITH
RIS BEST FRIEND, ZINL. BUT ONE DAY, TREY SEE A WONDERFUL STGRT [N THE SKY...
TRAT OAY COULD RAVE BEEN THE END OF EVERYTHING, BUT FOR ALADAR AND KIS
FRIENDS, ITYAS THE BEGINNING OF A NEY LIFE...

¢

[. SETTING UF 7/ STRARTING
INSERT THE "'DISNEY'S DINOSAUR' GD-ROM [NTO YOUR SEGA DREAMCAST CONSOLE.
CLOSE THE OISC OOOR AND TURKN THE UNIT ON. WREN THE TITLE SCREEN APPEARS,
PRESS THESTART BUTTON TO ACCESS THE MENU FOR SELECTING THE VMU:
* DISNEY'S DINOSAUR IS A 1 P;AYER GAME. BEFORE TURNING
THE SEGA DREAMCAST POVER ON, CONNECT THE CONTROLLER
OR OTHER PERIPHERAL EQUIPMENT INTO THE CONTROL
PORTS OF THE SEGA DREAMCAST.
* TORKETURN TO TRE TITLE SCREEN AT ANY POINT DURING
bAME PLAY, SIMULTANEOQUSLY PRESS AND HOLD THE AL B, X,
Y AND START BUTTONS. THIS WILL CAUSE SEGA DREAMCAST
TO SOFT-RESET THE SOFTVARE.
* TO SAVE £ GAME OR RESUME A SAVED GAME, INSERT
ContsiParts —— e e e eobiitsennae A MEMORY CARG.LVMU)INTD THE EXPANSLON SOCKES
i Lo e canviecr comrettie o e T S remaeenst v & CHUDSE THE DESIREREXPANSION SOCKEFLOCATION
YITH THE ANALOG THUMB PAD. PRESS THE ABUTTON
10 SELECT, TREN FOLLOY THE INSTRUCTIONS ON THE
SCREENTO EVER YOUR INITIALS.
« [TIS ONLY POSSIBLE TO LOAD A SAVED GAME IF THE

SEGA DREAMCAST HARDWARE UNIT

Disc Door

Power Button —

This turns the
unit ON or OFF

Open Button
Press to open
the Disc Door

SEGA DREAMCAST VISUAL MEMORY UNIT (VMU)

wied L] ‘ T VMU S CORRECTLY INSERTED INTO THE CONSOLE
B iy BEFORE THE POVER BUTTON IS PUT INTO THE ON POSITION.
« THE NUMBER OF MEMORY BLOCKS REQUIRED TO SAVE
W40 GAME FILES VARIES ACCORDING TO TRE TYPE OF SOFTWARE
3 Mos B ANO CONTENT OF FILES TO BE SAVED. INDISNEY'S |
""“““:“5-'&“&"-'1’-“"“'""4; v DINOSAUR, & BLOCKS ARE REQUIRED TO SAVE EACH GAME

(INCLUBING [T°S OPTIONS SETTINGS).
« [FYOU OO NOT HAVE A VMU: PRESS THE B BUTTON. YOU CAN
NEITHER LOAD NOR SAVE YOUR GAME.
WE RECOMMEND THAT YOU USE A VMU,

While saving a game file, never turn off the Sega Dreamcast
power, remove the memory card or disconnect the controller

SRR R SR R e e e
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[[. NAVIGRTING THROUGH THE MENLIS
TO NAVIGATE TRROUGH THE DISNEY'S DINOSAUR MENUS, USE THE ANALD® SAVE
THUMB P40 OR THE DIRECTIONAL BUTTON. TO CONFIRM YOUR SELECTION, | AT THE END OF EACH MISSION, THE RESULT
PRESS THE ABUTTON. TO RETURN TO THE PREVIOUS MENU, PRESS THE B BUTTON. | SCREEN SHOV'S YOU YHAT PERCENTAGE
OF THE MISSION YOU HAVE ACCOMPLISKHED.
| Gy . YOU MAY THEN:
EEEﬂ‘i-ﬁif?JEEi}ﬂI?EEIIEN;.CZE\FEE‘%\#E&I?IHFEJUU 1. GO ONTO THE NEXT MISSION: YOUR PROGRESS T0 THE NEXT MISSION ISSAVERD
HAVE £ YMU) . ' AUTOMATICALLY AND, IF YOU QUIT THE GAME AFTER CONFIRMING THIS CROICE,
ENCYCLOPEDIA T e Bt : YOUYILL BEGIN THE NEXTMISSION VRENEVER YOU LOAD TRIS GAME.
TR Bttt ittt 2. RE-PLAY THE MISSION: IF 10U ARE NOT SATISFIED VITh YOUR PERCENTAGES.
. 870 conrimn 8 To cancar il OPTIONS: 10 CHANGE THE CONFICURATION {OU CAN BEGIN TRE MISSION RGAIN,
L OF YOUR DISNEY'S DINGSAUR EAME 3. QUIT: YOU 60 BACK TO THE MAIN MENU.
St NOTE: IN ANY ONE PARTICULAR GAME, YOU CANNOT RE-PLAY THE MISSIONS TRAT
10U HAVE ALREADY ACCOMPLISHED.
~~ NEW GRME '
w. - ENTER THE NAME OF YOUR GAME BY FOLLOYING LOR
. THE INSTRUCTIONS ON THE SCREEN. | ! e
| * CHOOSE THE GAME THAT YOU YANT T0 LOAD.




FROM THIS SCREEN, YOU CAN INVERT THE

ENCYCLOPEDIR ACTIONS OF 3 GROUPS OF BUTTONS [N AD CONH@.-
USING THE ENCYCLOPEDIA, YOU CANTAKE A CLOSER LOOK AT ALL THE SPECIES [N THE GAME: ST
THE GAME, BE THEY FRIENDS OR ENEMIES. YOU CAN TURN ROUND EACH CEARACTER * THE LTRIGGERS AND THE R TRIGGER
o AND CHANGE THE CAMERA'S VIEYPOINT. * THEABUTTON AND THE X BUTTON
BUT PLEASE NOTE: TO SEE A DINOSAUR | « THEB BUTTON AND THE YBUTTON
INTHE ENCYCLOPEDIA OF FRIENDS, YOU THE NAVIGATION BUTTONS [N THE MENUS AL e,
FIRST HAVE TO ENCOUNTER THE ANIMAL REMAIN UNCHANGED REGAROLESS OF TRE oAl
IN A GAME, AND TO SEE A DINOSAUR IN THE % CONFIGURATION YOU HAVE CROSEN.
ENCYCLOPEDIA OF ENEMIES, YOU ALLOER LNl FLIA
FIRS] HﬁVE TU BHING ” BUVN [N ]HE SEGA DREAMCAST CONTROLLER ABUTTON 51;‘;3'332';’]“‘-“”““ THROY STONES JF+L|: ;ELEEWHPHEH&
DebFonsbuig ngadgB® GpME THE 'HE-\’IEIL' CINEM.&”C' UP“UN g LITFIRES YITH TORCHES
ALLOYS YOU TO WATCH THE CLIPS FROM THE R e ) CBUTION | HITHITRTAIL i A g b e
MOVIE DISNE('S DINOSAUR THAT ARE [N =m0 & oY e e
THE GAME AGAIN, NOTE: YOU CAN ONLY RE-VIEY CINEMATICS THAT CORRESPOND e | T LTRIGGER | STRAFEENEMIES | STRAFE ENEMIES | W/
10 THE LEVEL YOU HAVE REACKED [N THE GAME. b e ——— ==l
RTRIGGER SYITCH CRARCTER SYITCK CHARCTER | SYIICH CHARCTER
UPHUNS MENU Lo BBUTTON ACCESS INVENTORY ACCESS INVENTORY | ACCESS INVENTORY
MONO/STEREQ SOUND: WITH THIS OPTION, YOU
CAN AOAPTTHE TYPE OF SOUND TO YOUR TV SET. ,I_ e e SIDERALS JUNP | Nz
GENERAL VOLUME: TO ADJUST THE GENERAL THUMB P40
SOUND VOLUME OF THE GAME. MUSIC: TO ADJUST NEVER TOUCE THE ANELOG THUMB PG et —
THE VOLUME OF THE MUSIC. OR TRIGGERS L/R VEILE TURNING THE EEHEIHIIH;:M E;;mﬁfﬁ!é}gﬂﬂﬂm i[:JFuEHIE:EEB\'ULLET ULTRASONIC SCREAM
SOUND EFFECTS: TO ABJUST THE VOLUME OF THE LR U._ ;EﬁnﬂttiﬂcE:r-JcPﬂ.ISTIIijqwgﬁghujl:-n!-uEgﬂg (SPECIAL ATTACK)
Egrﬁ#gg{]g“?a CJEJUNNFD!GUHE THE CHARACTER R A O B CTUAT BT e I i 1 ot ot [ome i o o o
CONTROL BUTTONS. T oor e TOcA RESULT IN MALFUNCTION.

“; G AVE OPTIONS: TO SAVE THE YOUR S NGS. |F THE ENALOG THUMB PAD OR TRIGGERS L/R ARE ACCIOENTLLY MOVED 'E'HlLﬂE TURNING IHE N -
g 21083 H0.SAVE THE (OUR 5E11iAG SEGA DREAMCAST POYER ON, IMMEDIATELY TURN POYER OFF AND THEN ON AGAIN MAKING SURE §

i S & i .
e e R R ki - R s sl




(fi. 1. CONTROLLING THE CHRRRCTERS

NOTE: THIS SECTION DESCRIBES KOV 10 CONTROL CHARACTERS YITH THE STAN * CHARGING: IF YOU PRESS TRE ABUTTON WHEN ALADAR IS RUNNING, RE CRARGES

0ARD CONFIGURATION OF BUTTONS. YOU CAN CHANGE THIS CONFIGURATION IN TRE FORVARD YITR RIS READ LOVERED FOR A SKORT PERIOD. ANYONE ¥'EO KAPPENS TD

OPTIONS MENU. [N THE GAME, YOU CAN CONTROL THE 3 HEROES IN COLLECTIVE BE IN RIS PATH SHOULD WATCH QUT! YQU CAN ALSO USE CRARGING TO SPEED UP

OR INDIVIGUAL MOGES. ININGIVIOUAL MODE, PRESS ON THE R TRIGGER 10 ¢ vhILE BEING PURSUED.

CHANGE CHARACTER. « ATTACKING: [N CLOSE COMBAT, ALADAR CAN EITHER LASH KIS ENEMIES Y'ITH KIS

TAIL (THE X BUTTON) OR OELIVER A HEAD-BLOY (THE ABUTTON). THIS HEAD-BLOY

1 ALADAR | CEN ALSO BREAK BLOCKS OF STONE OR KNOCK DOVN TREES T0 CLEAR A PATE.

ALEOAR, THE 1GUANODON, 1S SELF-£SSURED AND CHARISMATIC. HE USES RIS

VITS, KIS INSTINCT AND BIS GENEROSITY TO LEAD THE HERD 10 & SAFE PLACE. 'STRAFE" MODE:

NEVERTHELESS, KIS BROTHERLY FEELINGS TOVARDS OTHER DINOSAURS SUFFER STRAFE MODE CANBE ACTIVATED EITHER IN COMBAT OR DURING THE ADVENTURE

VHEN HE DISCOVERS HOW MUCH THEIR AGGRESSIVE BERAVIOR CONTRASTS ¥ITH THE BY KEEPING THE L TRIGGER PRESSED DOYN.

DENTLENESS OF THE LEMURS YO BROUGKT KIM UP. * STRAFE MODE WHILE MOVING: WRENEVER YOU ACTIVATE THE L TRIGGER,

THE CONTROLS CRANGE AND FUNCTION [N RELATION TO ALADAR HIMSELF. FOR
EXAMPLE, IF YOU PUSH THE ANALOG THUMB P20 T0 THE LEFT, ALADAR YILL MAKE
5 SIDEYAYS JUMP TO BIS LEFT; IF YOU PUSH THE ANALOG THUMB PAD FORYARDS,
ALADAR YILL JUMP FORYARD, ETC.

* STRAFE MODE YEILE FIGHTING: THE PRINCIPLE IS THE SAME, BUT IN THIS CASE
ALADAR CONFRONTS RIS ENEMIES AUTOMATICALLY. YOU YILL SOON NOTICE THAT
THIS MODE IS PARTICULARLY VALUABLE YHEN FIGHTING POYERFUL ENEMIES.

MOVEMENTS:

* DIRECTION: TRE CHARACTER IS DIRECTED N RELATION
T0 THE SCREEN. WHEN YOU PUSH THE ANALOG THUMB PAD OR
THE DIRECTIONAL BUTTON TO THE LEFT, ALACAR MOVES T0 THE
LEFT OF THE SCREEN, ETC.

« SPEED: WHETRER ALADAR YALKS OR RUNS DEPENDS ON TRE
FORCE ¥ITH WRICK YOU PUSH THE ANALOG THUMB PAD.

ALABAR VILL ONLY RUNYHEN USING THE DIRECTIONAL BUTION e STELIALATIIGA f by |
e e b e e e e THIS CAN BE ACTIVATED YHEN ONE OF THE HEROES BAS COLLECTED A POYER STONE.

« SYIMMING: WHEN KE 1S IN THE YATER, ALADAR SYIMS AUTOMATICALLY. HE IS '.?Eg*ﬁiﬂ”’lgg f}'fnl*‘f\,'fl'ﬂ“&h?sspﬁgﬂ h‘ff;* v’fﬂffp“gjl]q”E“'S"C*Li’“'é‘;[']'ELE;‘L‘E“E
THE ONLY MEMBER OF THE TEAM WHO CAN SYIM. v , LREATING A OCKYAVE VRILK LAUS .

UAMAGE TO ANY ENEMIES WHO KAPPENTO BE [N THE SURROUNDINGS.,




[[l. 2. ZINI

T

ZINI IS ALADAR'S BEST FRIEND. HE [S A YOUNG LEMUR YEO IS A FURRY BALL
FULL OF ENERGY. HE IS ALYAYS READY TO RELP QUT YHEN THE GOIND GETS
TOUGH, BUT RIS CLUMSINESS SOMETIMES GETS RIM INTO DELICATE
SITUATEONS.

MOVEMENTS:

* DIRECTION: TRE CRARACTER IS OIRECTED [N RELATION TO THE SCREEN.
WHEN YOU PUSH THE ANALOG THUMB PAD OR THE DIRECTIONAL BUTTON TO THE
LEFT, ZINI MOVES TO THE LEFT OF THE SCREEN, ETC.

«» SPEED: WRETHER ZINI WALKS OR RUNS DEPENDS ON TRE FORCE VITH YRICH

{OU PUSH THE ANALOG THUMB PAD. ZINI YILL ONLY RUN WHEN USING THE

OIRECTIONAL BUTTON.

* JUMPING: ZINIWILL JUMP & PIT AUTOMATICALLY IF YOU DIRECT RIM TOWARD

IT. IF 1T CANNOT BE CLEARED, ZINT FALLS, -

CLIMBING/JUMPING:
Z1NI CAN CLIMB ON IVY-COVERED ¥ALLS. TO DO THIS, S g8
SIMPLY MAKE HIM APPROACH TREWALL AND TRE ACTIONYVILL P32 S
ICCUR AUTOMATICALLY. P

ATTRACTING: ANY &
WHEN ZINI NEEDS T0 PERSUADE THE DINOSAUR FRIENDS T0 _phg?®

FOLLOY KIM, KE CAN MAKE FACES (THE X BUTTON). THESE
GRIMACES ARE ALSO VERY USEFUL TO LURE ENEMIES INTO TRAPS.

ATTECKING:

WHEEN &N ENEMY IS YITRIN KANGE (SURKOUNDED BY & RED RALD),

ZINE CAN THROY STONES ATIT. IF HE RUNS OUT OF AMMUNITION, RE CAN ALYAYS
DELIVER &4 BEAD-BLOY BY APPROACKHING THE ENEMY - BUT BEYARE OF THE ENEMY'S
COUNTERATTACK! IN EITHER CASE, YOUMUST PRESS THE ABUTTON

'STRAFE" MODE:

TRIS 1S CONTROLLED IN EXACTLY THE SAME WAY AS FOR ALADAR.

SPECIAL ATTACK:

TEIS CANBE ACTIVATED WHEN AN ENEMY IS YITHIN HIS RANGE. WEEN YOU PRESS THE X
BUTTON AND A BUTTON SIMULTANEQUSLY, ZINE JUMPS INTO TRE AR AND LAUNCHES
fRIGE-SPEED VOLLEY OF STONES AT THE ENEMY, INFLICTING SEVERE DAMAGE.
EACH SPECIAL ATTACK COSTS A POYER STONE.

000 MODE:

[N THIS MOOE, YOU CAN CONTROL ALADAR WITH ZINE ON RIS BACK. [T IS ESSENTIAL
FOR ACCOMPLISEING CERTAIN MISSIONS, BRING ZINI CLOSE UP TO ALADAR, PRESS
THE X BUTTON AND ZINI CLIMBS ON T ALADAR'S BACK. TO EXIT DUO MODE, SIMPLY
CHANGE TO ANOTHER CHARACTER.

o



o iil. 3. FLIR

FLIAIS A FEMALE PTERANQOON, SKE IS DEVOTED AND EMOTIONAL. ALADAR
AND ZINI MAKE FUN OF KER BECAUSE OF KER "MOTHER HEN' ATTITUDE, AND SKHE
TEASES THEM BY TREATING THEM LIKE CHILOREN.

SHE CAN ADD THE OBJECT TO THE GROUP [INVENTORY (LIFE CRYSTALS, KO OR
BURNING ASTEROQIOS, POVER STONES) OR PICK UP LIFE POINTS
(REGENERATIVE PLANTS).

"CING -
FLIA FLIES FAST AND IS A G000 RECONNAISSANCE SCOUT. SHE CAN ALSO DIVE RELEASING: %S T~ _ :
BB iF oA Eifke € TucT loxthe ke . « WHENMAUVE FRUIT, EGGS OR BABY 15UANDOONS ARE COLLECTED, PRESSING
._,f- THE X BUTTON MAKES FLIA PUT TREM [N THE PLACE PROVIOED FOR THEM
MOVEMENTS. (NEST, BLUE CIRCLES, FRIENDS) YHEN THE LATIER IS LIT BY 4 GREEN TARGET.

* WHEN TORCHES ARE COLLECTED, FLIA CAN RELEASE THEM ANYYHERE BY
PRESSING THE X BUTTON, OR SHE CAN OIVE OOWN AND LIGKT A FIRE VITH
THE TORCE (WITHOUT RELEASING IT) BY PRESSING THE A BUTTON WHEN THE
BONFIRE IS LITYITR A RALD.

« OIRECTION: TRE CRARACTER IS DIRECTED IN RELATION TO TRE SCREEN.
WEEN YOU PUSH THE ANALOG THUMB PAD OR THE DIRECTIONAL BUTTONTO
THE LEFT, FLIAMOVES T0 THE LEFT OF THE SCREEN, ETC.

« SPEED: WRETHER FLIA FLIES QUICKLY OR SLOYLY GEPENDS ON THE FORCE
VITE WREICK YOU PUSKH THE ANALOG THUMB PAD. WITH THE DIRECTIONAL ATTACKING:

g s B 12 o A0 e e B ASS FLIAATTACKS HER ENEMIES ¥ITH BER BEAK AND CAN FIGRT BOTE FLYING AND
TERRESTRIAL CREATURES. WHEN AN ENEMY IS YITHIN HER RANGE,
(SURROUNDED BY & RED KALD), PRESSING THE A BUTTON MAKES KER SY00P
GOYN ON THE ENEMY AND DELIVER £ BLOY ¥ITH KER BEAK. BUT YATCK OUT FOR
THE COUNTERATTACK!

ACCELERATING:

WHEN FLIA IS FLYING, PRESS THE ABUTTON AND SHE
VILL SPEED UP FOR A SHORT PERIOO.

COLLECTING/RELEASING 0BJECTS:

* COLLECTING: WHEN AN OBJECT IS 'f' _]HIN HER TEIS CANBE ACTIVATED WHEN ONE OF THE KEROES HAS COLLECTED £ POYER
RANGE (SURROUNDED BY & YELLOY HALD), BY STONE. WHEN YOU PRESS THE X BUTTON AND THE A BUTTON SIMULTANEQUSLY,

PRESSING N THE X BUTTON, QU CAN MAKE FLIA FLIAYILL EMIT AN ULTRASONIC SOUND THAT CAN YOUND ANY ENEMIES YED
OIVE 0OWN AND PICK UP THE OBJECT IN KER BEAK OR EER TALONS (& TORCE, ARE IN FRONT OF KER.

A MEUVE FRUIT, AN EGG OR A BABY IGUANODON).

SPECIAL ATTACK:

uuuuuuuuu
.......
T =
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IV. 1. TRELE OF RBILITIES
[if. 4. COLLECTIVE MODE EACH CHARACTER BAS A TABLE OF ABILITY [N THE INVENTORY.

INCOLLECTIVE MOOE, yOU CAN CONTROL ALL THREE REROES AT THE SAME TIME. :

ON CERTAIN OCCASIONS, ITIS ESSENTIAL TO USE LT IF YOU WANT TO MOVE ON . }:E;nﬁj: gEJ;HEFEI%HEEPWM HERD
[N THE AOVENTURE. TO SYITCE TO COLLECTIVE MODE, PRESS THE L TRIGGER -pEaATES Ch gt UAR. ZINL FLIR).

AND THE R TRIGGER SIMULTANEQUSLY. ZINI CLIMBS ON TO ALADAR'S BACK AND FOR THE LEVEL o\ e
FLIAFOLLOYS RER TYO FRIENDS. YOU ARE NOV CONTROLLING ALADAR AS IF HE (BEFORE MOVING N\ ORGSR v
VAS ALL ALONE. | 10 THE FIGHER i

PLEASE NOTE: YOU CAN ONLY ACTIVATE COLLECTIVE MOOE WHEN THE THREE LEVEL). 5. FOR ALAOAR, TRIS

0. THE LEFT-RAND — i (el = [ ' SENTS THE SIZE

FIG By H 'S . g0  STRENGTI 4 ' -
(V. THE HERDES' RRILITIES connen nien (L = i '
INORDER T0 SUCCEED, Y0U KAVE TO MAKE YOUR THREE HEROES COLLABORATE BY OFLIFEPOINTS.  PCNECERES S N Pusk: FoR 2IM,
COMBINING THEIR SKILLS [N THE BEST POSSIBLE YAY. EACH RERD BAS RIGKT-RANG FIGURE: [ ES—— = . O (1 REPRESENTS
ABILITIES THAT OEVELOP AS THE GAME PROGRESSES, DEPENDING ON THE QUESTS THE MXIMUM NUMBER | ol  THE SPEED AT
TEAT ARE £CCOMPLISHED AND THE ENEMIES THAT ARE DEFEATED. WHEN 10U BEGIN OF LIFE PQIN]E FﬂﬂJr R B e e VRICH RE CAN
A NEY GAME, ALADAR, ZINI AND FLIA ARE AT LEVEL 1. EACK TIME YOU COMPLETE A 5 il THROY STONES.
QUEST ¥'ITk ONE OF THEM, OR EACK TIME 1OU DEFEAT SOME ENEMIES, THE KERD VINS 6. THE NUMBER 1S AN AVERAGE 7. TRE SPECIAL ABILITY VARIES DEPENDING ON THE CHARACTER:
EXPERIENCE POINTS. WHEN ENQUGK POINTS HAVE BEEN WON, THE HEROES MOVE ON | OF THE DAMAGE INFLICTED * FOR ALADAR, IT 1S THE POYER 10 200 NEY' AND INCREASINGLY
10 THE NEXT LEVEL. EVERY TIME £ HERO RISES TO THE NEXT LEVEL, PROGRESS IS PER ATTACK BY THE RERD AT DANGEROUS SPECIES OF ENEMY TO THE ENCYCLOPEDIA.
MAOE INTHE FOLLOVING MANNER: THIS LEVEL. *FOR ZINL ITIS TRE POYERTO [DENTIFY THE TRACKS OF OTHER

et 0 Ll S S ' [;Iannﬂﬁﬁliﬁig:I‘HLT:ECHT%E iﬂaﬁtfﬁﬂﬁ%munwaLE PLATFORMS
ORE DAMAGE IS CAUSED TO OPPONENTS WHEN FIGHTING *FORFLIA LEVEL T 1S ThE A ATFORMS;
: :iﬂgfﬁ P‘NEEZ![N[ Wti ﬁEFUIF;]Ct']E LEJVEELI e pai LEVEL 2, THE ABILITY TO DESTROY THEM: AND, AT LEVEL 3, FLIA CAN

% DETECT AND ATTACK ENEMIES WHO ~ARE BEYOND THE LIMITS OF THE SCREEN,
* THE "SPECIAL ABILITY" LEVEL CAN BE INCREASED

2. INDICATES THE
HERD'S PRESENT
LEYEL,

TO SEE THE TABLE OF ABILITIES FOR OTHER CRARACTERS, USE THE R TRIGGER.

i
et
.......
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V. GAME INTERFRLCE
V.1. GAME SCREEN

b. SELECTED 9BJECT:
THIS IS THE OBJECT

SELECTED [N THE

INVENTORY. PRESS

THE YBUTTON TO
USE IT.

TIME REMAINING GAUG
THIS INDICATES THAT
THE TIME REQUIRED T0
ACCOMPLISH THE MIS

~ SIONIS LIMITED. WHEN
. TREBER [S COMPLETELY

RED, THIS MEANS TRAT
{OU KAVE FAILED AND

{OU RAVE TO START THE

MISSION AGAIN,

vvvvv

E:

1. THE SELECTED CRARACTER'S [CON.

.......

. QUEST ICONS: THESE

SHOY YOU HOY MANY
QUESTS EACKH CRARACTER
MUST ACCOMPLISE DURING
TRIS MISSTON. WEEN A
QUEST [S ACCOMPLISKEED,
THE CORRESPONDING ICON
LIGRTS UP.

o o
B e

2. THE LEFT-HAND FIGURE:

THE CURRENT NUMBER
OF LIFE POINTS. THE
RIGHT-HAND FIGURE:
THE RERQ'S MAXIMUM
NUMBER OF LIFE POINTS.

ik
SR AL L
i = - -
e A i
R R . - ] &
el Do o i
b SRR " F :
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THIS INDICATES THE
REMAINING NUMBER OF
EXPERIENCE POINTS
YOU NEED TO ACQUIRE
INORODER TOMOVE T0
THE RIGRER LEVEL.

b, MINI-MAP: WITH TRIS,
YOU RAVE A SIMPLIFIED
ANU MORE CISTANT VIEY
OF TRINGS, SO 1T GIVES
{OU A BETTER [DEA OF
YQUR LOCATION IN THE
UECOR. ITIS CENTERED
ON THE RERO ¥'EO IS BEING
CONTROLLED AND INDI
CATES THE POSITION OF

THE TV0 OTHERS.

........

...........

V.2. PEUSE MENU

AT ANY TIME CURING THE GAME, YOU CAN PRESS THE START BUTTON TO DISPLAY
The PAUSE MENU. YOU MAY THEN DO ONE OF THE FOLLOYING:

MAIN MENT

> DISPLAY MAP ON
RESTAR]T
INVENIORY
BRIEFING
N1 MISSTON
OP 1 1ONS
EXI]

-

1. MAKE THE MIN[-MAP
APPEAR OR GISAPPEAR
UURING THE GAME.

2. BEGIN TRE CURRENT
MISSTON RGAIN.

3. LOAD A SAVED GAME.

4. ACCESS TRE INVENTORY.

5. RE-VIEY THE BRIEFING
GIVEN AT THE BEGINNING
OF THE LEVEL.

b. ACCESS THE OPTIONS MENU.

/. LEAVE THE GAME AND
RETURN TO THE MAIN MENU.




.......

V.3 IN\'ENTUHY ANB 0BJECTS

R THE THREE KER
i I_'wmww S 'Jﬁ'f SELECTT
e Biniieetl

INVENTORY YHEN A
bRESS, PRESS TRE

BBUTTON. MOST OF THE OBJECTS
COLLECTED [N THE GAME ARE STORED
AUTOMATICALLY [N THE INVENTORY FOR

QES. TO USE AN QBJECT

JMUST 60 TO THE INVEN-
£ DESIREDC OBJECT YITH
UMB PAD, THEN CONFIRM

YOUR CROICE YITR TRE ABUTTON. WHEN vOU 60 BACK TO THE GAME, ALL vOU
RAVETO 00 [S PRESS TREYBUTTONTO BE ABLE TO USE ThE SELECTED OBJECT.
ALL THE CHARACTERS CAN COLLECT [TEMS FOR THE INVENTORY. TO 00 THIS,
ALEDAR AND ZINI HAVE TO VALK ON THE [TEMS, YRILE FLIA RAS TO DIVE TO THE

GROUND. THE DIFFERENT OBJECTS ARE AS FOLLOV'S:

LIFE CRYSTALS:

EACK CHARACTER CAN COLLECT LIFE CRYSTALS. THEY ARE
VERY RARE [N THE GAME, BECAUSE THEY ARE EXTREMELY
POVERFUL. THEY CANBE USED TO REVIVE ALADAR, ZINI OR
FLIA. THE RESUSCITATED CRARACTER REAPPEARS NEAR

THE LAST ACTIVATED CRECKPOINT ¥ITh ALL TREIR LIFE

POINTS.

YELLOY FRUIT AND RED FRUIT:

ONLY ALADAR AND ZINI CAN COLLECTTRIS FRUITLTRE £ °
YELLOY FRUIT GIVES 10 LIFE POINTS TO TRE KERO BEING % "4
CONTROLLED AND THE RED FRUIT GIVES 50 LIFE POINTS, .

ASTEROIDS:
ALL THREE HEROES CAN COLLECT AND USE ASTEROIDS. THERE PO
ARE T¥O TYPES:

* KOASTEROIDS: THESE ARE VERY LARGE AND, YREN TREY RIT
TRE EARTE, ALL THE ENEMIES YITRIN A RADIUS OF 5 METERS
FALLTO THE GROUND FOR 10 SECONDS AND LOSE 240 LIFE
POINTS.

* BURNING ASTERQIDS: TRESE ARE NOT SO BIG, BUT THEY ARE ON FIRE. WHEN
TREY KITTHE GROUND, TREY INFLICT 2 LOSS OF 240 LIFE POINTS ON THE ENEMIES.

STONES:

ALADAR AND ZINE CAN COLLECT FIVE STONES AT A TIME, BUT ZIN
STHE ONLY ONE YEO CANTHROY THEM. [F HE RUNS OUT OF STONES
JURING COMBAT, KE CANUSE RIS READ INSTEAD (THEREBY EXPOSING
HIMSELF TO COUNTERATTACKS).

ol i



NESTS:

ANEST IS THE [BEAL PLACE FOR STRAY EGGS. WHEN FLIA BAS
ENEGD, SKECANBEMABETO PUTITINANEST BY DIVING BOY'N
ONIT AND PRESSING X.

LUMINOUS STONES:

ONLY ZINE CANUSE THIS OBJECT TO LIGRT UP A ROOM. HE MUST PUT
ITONASPECIAL BASE, OTRERY'ISE TRE STONE CANNOT GIVE OFF LIGKT.

POYER STONES:
POVER STONES ALLOY THE KEROES TO USE TREIR SPECIAL ATTACK.
ANYONE CAN COLLECT AND USE THEM. EACH SPECIAL ATTACK COSTS
ONE POYER STONE.

SUPER ASTEROIDS:
THESE ARE VERY RARE., AND CAUSE AN IMPRESSIVE AMOUNT
OF DAMAGE. FOR EXAMPLE, FLIA CAN USE THEM T DESTROY

- VALLS OR DAMAGED GROUND THAT CAN RESIST ALADAR'S
CERTAIN OBJECTS CANBE COLLECTED BUT ARE NOT ADDED TO THE INVENTORY: CHARGES. FLIA KAS TO COLLECT THE SUPER ASTERQID, BUT
CANONLY USE [TWRENTHE SUPER ASTEROID ICON [S BLINKING.

REGENERATIVE PLANTS:

WHEN A HERO TAKES ONE OF TRESE PLANTS, KE OR SKE VINS BACK A

NUMBER OF HIS LIFE POINTS (FROM 80 10 125 LIFE POINTS). Vi CHRRACTERS

Vi.1 THE MEMBERS OF THE HERD

YOU CANNOT CONTROL THESE CHARACTERS, BUT TREY APPEAR IN THE
COURSE OF CERTAIN MISSIONS. EACH HAS A NAME AND A PERSONALITY,
THEY OFTEN ASK FOR YOUR RELP, BUT CAN ALSO BE OF KELP T0 YOU.
THE MAIN CHARACTERS ARE:

EGOS:
SOME EG0S ARE NOT INA SAFE PLACE. FLIA CANPICK THEM UP AND PUT
THEM [NTO NESTS, OUT OF RARM'S YAY,
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UBI SOFT ENTERTAINMENT, INC. LIMITED WARRANTY

Ubi Soft Entertainment warrants to the original purchaser that the optical media on which Disney's Dinosaur is
distributed is free from defects in materials and workmanship for a period of ninety (90) days from the date of
purchase. This Ubi Soft, Inc. software program is sold “as is", without express or implied warranty of any kind , and
Ubi Soft is not liable for any losses or damages of any kind resulting from the use of this program. Ubi Soft, Inc.
agrees for a period of ninety (90) days to replace defective media free of charge, provided you return the defective
item with dated proof of payment to the store from which this product was purchased. This warranty shall not be
applicable and shall be void if the defect in the Ubi Soft, Inc. software product has risen through abuse,
unreasonable use, mistreatment or neglect.

LIMITATIONS - This warranty is in lieu of all other warranties and no other representations or claims of any nature
shall be binding on or obligate Ubi Soft, Inc. Any implied warranties applicable to this software product, including its
quality, performance, merchantability and fitness for a particular purpose, are limited to the ninety (90) day period
described above. In no event will Ubi Soft, Inc. be liable for any direct, indirect, special, incidental, or consequential
damages resulting from possession, use, inability to use or malfunction of this Ubi Soft, Inc. software product or
documentation, even if advised of the possibility of such damages. In no case shall Ubi Soft, Inc.'s liability exceed
the amount of the license fee paid. The warranty and remedies set forth above are exclusive and in lieu of all others,
oral or written, express or implied. Some states do not allow limitations as to how long an implied warranty lasts
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, and you may also have
other rights that vary from state to state.

TECHNICAL SUPPORT - If you need technical assistance with this product, call us at (415)547-4028 Monday
through Friday between 8:30AM and 5:30PM, Pacific Standard Time, or write to us at the address noted below. No
hints, tips, or codes are available from this phone number or address.

TO REACH US ONLINE - Access our Web Site at http://www.ubisoft.com

L : B
Libi Soft &
Ubi Soft Entertainment, Inc. 625 Third Street, 3rd Floor, San Francisco, CA 94107
Licensed from ESP/Game Arts by Ubi Soft Entertainment. Original game © 2000 Game Arts. English Translation © 2000 Ubi Soft Entertainment. Grandia is a trademark of Game
Arts Co., Ltd. Character designs by Youshi Kanoe. World designs by Katsumi Aizaki and Masashi Hazama. Ubi Soft Entertainment and the Ubi Soft logo are registered trademarks
of Ubi Soft, Inc. Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, LTD. All rights reserved.

ESRB RATING

This product has been rated by the Entertainment Software Rating Board. For information about the ESRB rating, or to comment
about the appropriateness of the rating, please contact the ESRB at 1-800-771-3772.

Sega is registered in the US Patent and Trademark Office. Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises,
LTD. All Rights Reserved. Made and printed in the USA. WARNING: Operates only with NTSC televisions and Sega Dreamcast systems purchased in North and South
ﬂmerr;a lexcept Argentina, Paraguay and Uruguay). Will not operate with any other televisions or Sega Dreamcast systems. Product covered under one or more of the
following U.S. Patents: 5,460,374; 5,525,770; 5,627,895; 5,688,173; 4,442,486; 4,454,594; 4,462,076; Re. 35,839; Japanese Patent No.2870538, (Patents pending in U.S. and other
countries); Canada Patent No. 1,183,276. The ratings icon is a trademark of the Interactive Digital Software Association. Sega of America Dreamcast, Inc, P.0. Box 7639,
San Francisco, CA 94120,
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